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Social interaction denotes adaptation with surroundings between  individual and 
individual, individuals and groups, and groups and groups. The purpose of this 
research is to know the influence of gadget towards the social interaction of juveniles 
at SMK Gunung Sari 1 Makassar. The type of this research is quantitative descriptive 
using Simple Random Sampling with the number of 41 samples  which means that the 
analysis of scientific method used number starting from data collection, data 
interpretation and its result. The purpose of this is to know the influence of 
independent variable, gadget (the intensity of use, communication and online game 
wich correlation wards dependent variable (social interaction of teenagers). Based on 
the statistical test by using Correlation test in this analysis used is the correlation with 
ameaningα= 0.05 an confidence interval, the intensity of gadget use was obtained by 
the value of p = 0.000 with the value of r = 0.615 which means that the result of the 
hypothesis mentioned that there was an effect of the intensity of the gadget use 
towards the social interaction of adolescents with moderate relationship and positive 
direction (unidirectional). The variable gadget as the means of communication to the 
variable of online game addiction obtained a value of p=0.000 with r=0.689. Thus, 
there is an influence of online game towards the social interaction of juveniles with 
strong relationships and unidirectional 
 
Introduction 
 
The significant development of technology has made everything more accessible and instant. This 
certainly brings not only positive impacts but also negative impacts. One of the of technology advancement 
has been found in the lack of social interaction between people since they prefer to keep in touch with the 
improvement of technological tools. Their interest in those tools has set social interaction away, in other 
words, it has risen the of social values. The human interaction has been slowly replaced by their gadgets due 
to the fact that more people would rather spend their time with their screen than do intercommunication 
(1). 
Based on the report of We Are Social,GSMA Intelligence stated that tere was an increasing number of 
gadget users about 43 millions which showed 1%  rising in the last three months in January 2017. Moving 
into the forth month, April 2017, the users of the gadget depicted considerable leap 5 or 4.96 billion meaning 
that three-quarter of world population has possessed gadget(2). 
The survey of Nielsen reported that smartphone users have predominantly come from  adolescents in 
the United States. This category of users showed a sharper growth than the adult users. Precisely, 58% of 
14 to 17 of teenagers have used smartphone. This percentage has increased to 36% compared to previous 
data on July 2017. The increasing number of smartphone users among teenagers in the USA is quite 
surprising regarding with the unnecessary function for their activities (3). 
Research institution of digital marketing, e-marketer pointed out that the user of the in Indonesia has 
depicted gradual increase annually. For example, the number of smartphone reached 27,4 millions of users 
in 2013, 38,3 millions of users in 2014, 52,2 million users in 2015 , 69,4 million users in 2016, and 86,6 
million users in 2017 until it is predicted that in 2018 the number of smartphone users would reach more 
than 100 millions(4). 
In the USA, as many as 1.500.000 parents informed that their children suffered emotional problem 
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and development and consistent behavior. Besides, 12.5% children in Singapore experienced emotional 
turbulence which is a social interaction trouble (5). 
It was founded that people used up their time to access their smartphones without any urgent 
concern. True, the tools are used for multiple purposes, specifically, for long-distance communication when 
people can make an indirect meeting. But along with the development of technology, the inventors have 
been developing a variety of features that enaable to facilitate not only intercommunication but also self-
actualization with social media, such as Facebook, twitter, Instagram, and path. Besides, the gadget is in use 
for entertaining purpose since people manage to play games and log into YouTube for reducing stress. 
Unfortunately, the gadget has met with out-of-control use either its time or location. Initially, the gadget was 
used for simplifying the individuals communication but on the contrary, people spend more their time with 
their technological tools rather than socialize with their family. This uncontrolled use of gadget can cause 
the problem of social interaction (6). 
SMK Gunung Sari 1 Makassar is a vocational school providing varied expertises. In this research, 70 
students from grade XI and XII class were the research subject. Based on the interview, it was found that all 
students have smartphone. When the researcher conducted the interview in the class, the majority of 
students logged in their social media or played game. In the same time, the researcher found that some 
students kept playing their gadget while some of them rejected the photo invitation. When conducting 
observation in the break time, some students stayed alone by playing game. 
Next, it was found that students side by side playing game without any friendly talk. When interview 
was conducted, they mentioned that they preferred playing game due to its entertaining features to having 
conversation with their friends-they. Could not go away from their gadget. Furthermore, when the teacher 
explained the subject, the students tended to play game in the classroom rather than pay attention on their 
teacher’s explanation. This is due to the fact that the school did not make a policy regarding with bringing 
smartphone in the classroom. 
 
Methods 
The researcher used quantitative descriptive with sample random sampling, a method of scientific 
analysis using number for data collection, data interpretation and the results. The purpose is to know the 
influence of independent variable (gadget, online game addiction) to dependent variable (social interaction 
of teenagers). This research was conducted at SMK Gunung Sari Makassar from April to June 2018. The 
number of population was 70 students taken from students X and XI grade possessing gadget. In selecting 
sample, the researcher used simple random sampling technique in which the researcher gave opportunity 
to population member to be chosen as sample. Bivariate analysis used Correlation test with significance rate 
used by the researcher was 95. 
 
Results 
 
1. Characteristics of Respondents  
Table 1 Distribution of Respondentsbased on the years 
No Age Number 
(n) 
Percentage 
1 15- 17 31 75,6 
2 18- 20 10 24,4 
 Total 41 100,0 
Source Primary Data, 18 July 2018 
 
There were 31 students coming from the-17 age category, while only 10 or 24.4% from the group age of 18-
20..It could be seen from table 5.3, 38 out of 41respondents were males, while 3 were females. This big 
difference existed because of the majority of students at SMK Gunung Sari 1 Makassar were male. 
 
 
Table 2. Distribution of Respondentsbased on the Type of Gadget 
No   Gadget  
Used 
Number 
(n)  
Percentage 
1  Smartphone   38  92.7  
2  Laptop/ Notebook  3  7.3  
 Total 41  100  
Source: Primary Data, 18 July 2018  
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Table 2 depicted that out of 41 respondents, 38 students or 92.7% used smartphone, while only 3 or 7.3% 
used laptop or Notebook, meaning Smart Phone became the most used hardware by students. This is 
because due to is overused is more portable than laptop. Besides, people can access many interesting 
features in the smartphone that were just set on laptops. the number of students from class X was 17 out of 
41 (41.5%) while 24 (58.5%) from class XI. 
 
2. Univariate Analysis 
 
Table 3 Distribution of Game Online Addiction 
No Online Game Addiction Number (n) Percentage 
1. Not addictive 16 39 
2. Addictive 25 61 
 Total 41 100 
Source: Primary Data, 18 July 2018  
 
Table 3 informed that 61% of the students experience addiction of online game while 39% was not. 
Therefore, the students prone to be addictive because their interest in online game continously 
grow,furthermore, its easiness made the students difficult to control their play time.depictedthe social 
interaction of the students. To be more precise, the students who had good social engagement were 13 or 
31.7% while 28 or 68.3% students presented poor social interaction. It can be concluded that those 
spending more time with their gadget tend to have deficient social attitude. 
 
3. Bivariate Analysis 
 
 
Table 4 Correlation of Game OnlineAddiction Towards Social Interaction 
Online Game 
Addiction  
Social Interaction Total Signif
icanc
eValu
e (p) 
Corre
lation 
Value 
(r) 
Poor Good 
Number % Number % Number % 0.000 0.689 
Addicted 23 56.1 2 4.9 25 61 
Not Addicted 4 9.8 12 29.3 16 39 
Total 27 65.9 27 34.1 41 100 
Source: Primary Data, July 18, 2018  
 
Table 4 presented that significance (p) was 0.000, in which p(0.000)< α (0.05). It means that there is a 
significant influence of online game addiction by gadget on social interaction. By the correlation test, it was 
earned that (r)=0.689 which meant that addiction to online game by gadget contribute 68.9% to social 
interaction of respondents. Thus, it could be concluded that game online addiction brings impact on social 
interaction of students with strong relation and unidirectional. In other words, the higher addiction of 
students towards game online through gadget, the lower the direct or indirect social interaction they make. 
 
Discussion 
 
Based the Correlation test, p=0/006 with significance <0,05 meaning that Ha accepted while Ho 
rejected. Thus, there was a significant influence the online game addiction by the gadget on social 
interaction. The result showed that there is a strong relation with the positive direction supported by data. 
To be precisely, out of 41 respondents experiencing addiction, 23 students (56.1%) had poor social 
adaptation while only 2 or 4.9% students did good adaptability. Meanwhile, 4 (9.8%) performed poor social 
engagement, while 12 (29.3%) presented positive attitude out of 45 respondents. 
It could be seen from the research that all respondents addicted to online game had poor social 
interaction while those not addicted almost had good social adaptation, even though, some of them also had 
less social interaction. This is probably because of the intensity of using gadget to communicate or 
unexplained factors on this research. It is supported by a theory stating that online game brings about 
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negative impacts on social adaptability which could drive psychological and social problem. 
One of the causes of bad social adaptation is because people do not find appropriate way to solve 
conflict from their surroundings as a result of their prolonged frustration. People in addiction will stay 
focusing on their online game and feel anxiety when they do not play it. Furthermore, they will enjoy 
spending time with game online that will bring downsides to their social interaction (7). 
The researcher found that the addiction to online game will significantly influence the social 
interaction of society after it has become the primary importance of some people. This social problem must 
be addressed because it correlates with psychology and mentality of people. Moreover, game online has 
been played by multiple ages including male adolescents who can play it easily 
This is in accordance with the theory which says that the intensity of the use of gadgets can make 
the value of social interaction diminish, where the interaction was previously carried out directly (face to 
face), now a person has more interaction or communication using only the gadgets. This is because there 
are many things that can be done by users without the need to move from one place to another, including in 
terms of communication (8). 
This is supported by the theory that online games have an impact on the bad social adjustment. The 
poor social adjustment has an impact on the disruption of psychological and social functions and the 
disruption of people's relationships with their environment. Social adjustment is bad because individuals 
fail to deal with the conflicts they face or do not find appropriate ways to overcome problems or guidance 
from the environment, causing a lot of emotional turmoil, as well as frustrating conflict. Someone who is 
addicted to online games, his mind continues to focus on online games, feeling anxious when not playing it. 
Someone who is addicted to online games feels cool and continues to add time to playing online games. 
 
Conclusion and Suggestion 
 
To sum up, game online will influence the social interaction of juvenile at SMK Gunung Sari 1 
Makassar. The risk is 68.9% (six times) with p=0.000 
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